Abstract -Traffic accident has become number 3 of children fatality in the world according to WHO [1] . Traffic accidents that include children are often caused by themselves for breaking the law or regulation.
I. INTRODUCTION
. For example,the number of motorcycle in Indonesia is increasing considerably by 7,184,925 from 2014 until 2015 [5] , the growth of vehicle triggering another effect. The increasing road density influences the increasing risk of accident. According to WHO, traffic accidents are on the third place on children at age 0-14 [1] , and this problem becomes main concern.
Indonesia Act 2009 Number 22 about road traffic and transportation states "every person who drives a vehicle must obey: traffic sign, road marking, traffic lamp and sirens, traffic motion stop and parking, horn and light, maximum and minimum speed, coupling procedure" [6] .Anyway, the number of traffic law violations keeps increasing year by year in Indonesia. In 2015, traffic law violation increased up to 34 percent or 69,786 violation [7] . Besides,adult traffic violation isexecuted by children too. This behavior leads to secondary effect like robbery, street racing, and other street crime [8] . This problem leads to aggressive driving behavior where children become impatient and dangerous for people around them [9] . Also traffic sign and traffic jam make driver become aggressive and increase chance of traffic accident [9] .
High traffic accident which involves children becomesthe focus ofthe researcher to develop an education media to prevent traffic accident increasing by educating children with traffic sign and safety riding gear. The media used as education media was virtual reality game, to give education with virtual experience, in virtual world and generated reality [10] . Game have positive effect on both psychology and physically especially for teens in their puberty that often cause emotion instability and make teen tend to trouble [9] .
This journal studies simple yet attractive traffic road regulation for elementary students from age 7 until age 11, by designing and setting specification for virtual reality gadget, and to know the result of this research.
II. THEORETICAL FOUNDATION 2.1 Road Traffic
Road Traffic are motion of vehicle and people in road traffic space [6] . Road Traffic is one of entity on the system with transportation vehicle [6] . Road traffic network is series of connected node or work space for transportation vehicle [6] .Inorganizing road traffic, road traffic infrastructures like road and road amenities are needed for vehicle, people and goods to move [6] .
Indonesia Act 2009 Number 22 about road traffic and transportation states that road traffic and transportation vehicle are one with the system consisting road traffic, transportation, road traffic network, and road traffic amenities, vehicle, driver, and the management of road traffic itself [6] .Traffic sign has become one of important road amenities that are installed on every road assaid in Indonesia Act 2009 Number 22 about road traffic and transportation mentioning that traffic sign is part of road amenities including sign, letter, sentence or the combination serving as warning, instruction, and guide for driver. [6] .
Drivers have responsibility to obey traffic sign as Indonesia Act 2009 Number 22 about road traffic and transportation stated on paragraph 106 Verse 47. The children traffic signs arranged based on book consist ofwarning, instruction, and guide traffic sign.
Education
According to Indonesian dictionary, education is a process or groupto change person manner and behavior in order to make a person or a group mature through teaching and training [11] . John Dewey said that learning was social process not preparation but life itself [12] .Furthermore, John Dewey statedthat education was experience process considering as a matter of fact that life keeps changing so human will always grow and learn without age boundaries. Education is a process of learning in every phase of life and improving human skills [13] .
Video Game
Gameis divided in several genres like action, adventure, education, racing, RolePlaying Game, simulation, sport, and strategy [14] . According to player view, games are divided on several category like First Person, Third Person, Isometric, Platform, Side Scrolling, and Top Down [14] .
Game has become a method to express their feeling for generation nowadays both social and anthropology [15] . Game is not an entertainment anymore, Game has emerge as new field [15] . Many universities and teacher start to study about game as media [15] . Gamehas various effect, so game is valuable especially for teens [15] .
Virtual Reality
Virtual Reality is a technology developed in the late 20th century. This technology aims to provide artificial experiences, the Virtual World, the Artificial World and the artificial reality [10] . Development of Virtual reality itself was originally intended for the field of health [16] . At present the Virtual Reality has been developed for flight simulations, multistore buildings, social environments, etc. [ 
IV. SURVEY RESULTS
After respondent worked out pre-test and post-test, the result was: 1. 97 percent (29 out of 30 children) never played games using Virtual Reality technology. 6. The test results showed that 90 percent of respondents loved to play Virtual Reality games. In accordance with the formulation of problem number two, the level of pleasure of children aged 7 to 11 years is very high on the material provided with the design and specifications that are suitable and comfortable for them. 7. This study showed that Virtual Realitybased games could provide education in a fun way, the picture below states 73 percent of respondents feel very happy after playing the game Virtual Reality. This result was strengthenedby the answer from both subjects mostly show same respond in easy to use, features provided, and the installation of framework itself.
From the gathered data, many respondents desired to play the game again. The material were not too hard for them so virtual reality needed to be more developed for educational purpose and made it reliable, sturdy, and easy to use for teacher globally.
